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ABSTRACT

This paper presents the designing and evaluation of PizzaBox,
a 3D printed, tangible food ordering system that aims to dif-
fer from conventional food ordering systems and provide an
unique experience when ordering a pizza by incorporating
underlying technologies that support ubiquitous computing.
The PizzaBox has gone through both low and medium fidelity
testing while working collaboratively with participants to
co-design and refine a product that is approachable to all age
groups while maintaining a simple process for ordering food
from start to finish. We utilised this artefact to conduct an
user study at an independent pizzeria to uncover potential
opportunities. We present two of the main themes identified
through the discussions: 1) end user engagement (from en-
tertainment to education), and 2) healthy eating and living.
We found that our approach could potentially utilise towards
promoting a healthier lifestyle as well as an educational tool.
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1 INTRODUCTION

Can we help people who have difficulties in use a mobile app
or a browser to order pizza? What are the challenges and op-
portunities it offers ? With the increase in Internet of Things
(IoT) devices entering our daily lives in the form of smart
home devices such as plugs, thermometers and speakers peo-
ple are now becoming more accustom to seeing and using
these interactive devices. In our work, we look at how IoT
technologies could be used to develop new ways in which
pizza ordering can be accomplished. The lessons we learnt
are applicable to other types of food as well.

Our work lies at the intersection of food ordering, tangible
objects, tabletop designs, and connected devices. Based on
the framework proposed by [1], our work focus more on
exploring individual experiences while supporting personal
needs. Further, we focuses on the task of ‘food ordering’ and
opportunities the artefact (i.e., PizzaBox) provides as a by
product of facilitating the task. Apart from the more com-
monly known website and smartphone application ordering
systems, Dominoes now provide the availability to order
pizza over Google or Amazons digital assistants, Google
Home and Amazon Alexa respectively [5], as well as branch-
ing into in-car systems and allow Ford vehicles with Ford
Sync’ to order a pizza while driving (anyware.dominos.com).

PizzaHut [6] concept shows each customer interacting
with the tabletop system which encourages new social cues
for discussion based on what each customer would like on
their pizza or vice versa. As the tabletop system also allows
for each person to interact and add their own touch to the
final order it provides a sense of involvement in the order
process which isn’t found when simply interacting with a
pizzeria employee or through mobile or web systems. In 2016
[4], McDonalds introduced interactive food ordering systems
into their restaurants which consisted of touch screen de-
vices which allowed customers to order their food instead of
waiting in line to speak to a cashier. It was found that families
and groups have been the biggest users of this system.

Our work has been inspired by [2], where we explore
the breadth and complexity of fast food ordering behaviour
which presents significant challenges towards designing
meaningful artefacts that augments and supports community
needs, especially across different demographics groups.
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